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SYSTEM REQUIREMENTS 
Commodore 64 Computer 
Joystick's) 1 to 2 
1541 Disk Drive 

Player Options: 

1 or 2 Players can play using 1 or 2 Joysticks 


Loading 

//*// 

TO LOAD* type: LOAD * 8.1 
The disk will now autoload and run 


Function Keys: 

Start: To start the game press Key Fl. 

Option: To select the number of players and joysticks. 
Press Key F3. 

1 Player, 1 Joystick. 

2 Players. 1 Joystick. 

2 Players, 2 Joysticks. 

Joystick Trigger: You will start at CAVE A — Difficulty 
Level 1 if you just press the joystick trigger without 
making a selection. 

Whim Hciuklord is destroyed, press trigger to 
continue 

I’AU HI Wlii'ii you wish to pause gameplay just press 
thu np/ii I'lmi nii your keyboard. At the top of the 
v riiiin win i h" i |imm|ih to remind you that the 
(jwmt fm* I mm 111 .mi- ml Pip'jb the spacebar again to 
(ontlnuM 
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numerous obstacle! 


Chances: 

Each player starts with 3 chances. Bonus tries are 
awarded after every 500 points. The tunnels created 
by Rockford will “shimmer" when you are awarded a 
bonus try. A bonus is also earned by completing a 
Playable Intermission. 


Caves and Levels: 

There are 16 CAVES, each comprised of several 
scrolling screens, numbered A to P. Each CAVE has 5 
Difficulty Levels. To select a different CAVE, move the 
joystick arm left or right when you are in the menu 
screen. To select a different Difficulty Level, go Jo the 
menu screen and move the joystick arm up or down 
The greater the difficulty the less time you have and 
the more Jewels you have to collect. You may choose 
CAVE A, E, I, or M, on Difficulty Levels 1-3. On Diffi¬ 
culty Levels 4 and 5, you must start with CAVE A. 
After making a selection, press the joystick trigger to 
begin the game. 

Caves: 

* A. Intro. Pick up Jewels and exit before time »s up 

B. Rooms. Pick up Jewess, but you must move 
boulders to get all Jewels. 

C. Mazo. Pick up Jewels. You must get every 
Jewel to exit. 

D. Butterflies. Drop boulders on Butterflies to 
create Jewels. 

* E. Guards. The Jewels are there for thegrabbing, 

but they are guarded by the deadly Fireflies. 

F. Firefly Dons. Each Firefly isguardmg a Jewel. 

G. Amoeba. Surround the Amoeba with boulders, 
so it can’t grow anymore Pick up Jewels that 
are created when it suffocates 

H. Enchanted Wall. Activate the Enchanted 
Wall and create as many Jewels as you can. 

*1. Qrood. You have to get a lot of Jewels here, 
lucky there are so many. 

J. Tracks. Get the Jewels, avoid the Fireflies. 

K. Crowd. You must move a lot of boulders 
around in some tight spaces. 

L. Walls. You must blast through walla In g*»i ,<t 
some of the Jewels. Drop a bouldei orm I Heiiy 
nt the right time and place to do Ihir, 
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Scoring: 

The current point value is shown on the top left of the 
play screen, to the right of the picture of a Jewel. The 
number of points per Jewel changes. The point value 
is determined by the CAVE, DifficultyLeve-.andbonus 
status. The bonus value occurs after tne required 
number of Jewels have been collected. Every 500 
points the tunnels sparkle for a moment and you get 
another Rockford. 

You also score 1 bonus point for each second of time 
remaining when you exit the CAVE. 


Playable Intermissions: 

There are 4 short interactive puzzles which you are 
entitled to play after completing CAVES D, H, L, and P 
There is no penalty lor nol playing or losing the inter¬ 
missions. If you complete a Playable Intermission 
successfully, you receive a bonus Rockford. 


Game Elomonts: 

ROCKFORD, fill.’: little fellow is the "star'' of the 
game. Rocklotd Im. the power to dig through the 
earth end collect Jewels. II he digs under a boulder 
anddoMMi’i .n>p,| m will not bestruckandtheboulder 
will dio|i down Into the tunnel. He can push single 
bouldeo. hon/outnlly, J there is nothing to block their 
pnlh Hoc ■ foul ,ni .stand directly under a boulder 
without being (.niched, but if a boulder or Jewel falls 
on him you will have lo start again. 

Bouldflrr. llm rnclc: will fall whenever gravity 
rilclfth” l f m ’y will lull straight down if unsupported, or 
they will topplrt oil underlying objects if there is 
nothing fnhi." i. Hu i w.<y. Experimentation is the best 
way f ■ mi flu "physics" of Boulder Dash 
Jiiwnlm i "o must collect the required number of 
giMmniMij rii.Kitonds in order to exit one CAVE and 
idvnni m i, the ih *«t. there are many ways to create 
ft "i i m M..nnple: transforming Butterflies, 
in ■ an 'i Amoi'b.is. or dropping boulders through 
in i in 11 ii' I Wall will create additional Jewels. 
whmi H ' piopm number of Jewels have been 
i oiltn iMdniln ,h will lot you know that the escapedoor 
i i" -mImi jiindopen. 

i iMtCiinn llm deadly Fireflies glide about in the 
linn m| l built behaviour is predictable; they move 
Hi up Him iI.|ms of all the exposed areas. This is a 
mop in* m they will explode on contact with 
Hi dord turn the tables by dropping boulders on 

ii . hi, win* Ii causes them to blow up. This comes in 
handy when you want to demolish a wall in order (oget 
•,i hum Jewel-. 

MultmMlOB. Ihe colourful Butterflies behave much 
like I itefliMs. However, they fly in the opposite 
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direction of the Fireflies and they turn into Jewels 
when they explode. 

Amoeba. The Amoeba is a green blob that bubbles 
and grows through earth and air. Rockford can touch 
it without harm. Fireflies and Butterflies will explode 
on contact with the Amoeba. When Rockford 
surrounds the Amoeba with rocks, it runs out of 





growing space, suffocates and turns into Jewels 
However, if the Amoeba grows too large (about 200 
squares big) it will die and turn into boulders. 

Enchanted Wall. The Enchanted Wal looks like any 
other wall, however when hit by a falling boulder it 
begins to vibrate for a limited time. During this period, 
any boulders that drop through it are magically turned 
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to Jewels, but only it thaw in empty space below the 
wall It will also Him Jewels mk> boulders if they drop 
through it . Orica Ihnirnrhuntmont phase is complete, 
ii cannot bit rwirlivalori in the same round. 
Titanium Wall. I hn »»xtnrior wall Is an indestructible 
boundary to play tu lion Rockford can only exit to the 
next CAVl Ifit«lurjti l!ie escape door. 


Escapo Door. Initially the Escape Door looks like a 
portion ni nin IItunlum Wall. After Rockford has 
( olliKlnii tin- required amount of Jewels, it is 
rtoUvatnil and begins to flash. At this point the 
11 iy\t«'o< him >st ape door is revealed and you may exit, 
providing limn doesn't run out. 

Time. I a< in, AVI timed. When time is running out a 

warning • < Mind will occur. 


Producodhy iiikIUK ?» I At l FJOI T t9B4 

II*. ' t'UM ami wiltl"M by I IlM ! .la* SoltWfife IflC. 

Ihlh program m m lulling « nnnottn m illnkntto) remains 
If in property of < i/i ‘ mil I'ly I Id Yon nm untitled to use 
Iho program in aunulttiu a with nxlntlng < npyrlght laws 
which '.1111 tly prohibit.. mitln»i!/•*«I « opylng 
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StrategyfTIps: 

Rockford. Rockford can affect an object that is next 
lo turn without moving into it Keep the joystick button 
depressed and move the joystick in the direction of 
Pro object or earth you wish to affect Rockford will not 
move, but the object will react. 

Boulders. You will often find yourself digging or 
moving downwards only to find that a boulder has 
boon toppled by your movement and is about to land 
on you The only way to avoid losing your man in these 
situations is to move quickly to the right or left, out of 
the boulder’s way. Rockford runs as fast as a boulder 
falls, so II will never catch up to you. unless you 
himitate oi stop 

lx It. Whim Rn< kford has collected the required 
amount of Jiiwolc lot the CAVE he is in, the Exit is 
mvoaliid At Ihis limn you choulddecide whether togo 

. .. lawal (at i hightr value) or to exit for the 

"•ni*, r) tm m.d h second remaining). 
Mnko Miff v*'(i know the im atlon ol the escape door 
and you can gnl to II hntom lime runs out 
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